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REGULAR ROOK. For 3, 4, 5, or 6 Players. 

Copyright 1916, by Geo. S. Parker. 

Use entire pack when Four or more play. 

When Three play, remove all cards below Se. 

1. Draw for deal, the player drawing tho 
highest card dealing. 

2. Deal out the pack, one card at a time 
(even if this gives some players one more card 
than others). 

3. Assort the cards in your hands according 
to colors. 

4. BIDDING. Players bid for the privilege 
of choosing the trump color, the dealer having 
the first chance to bid. The dealer must bid 
some number of points (divisible by 5) such as IB 
or 20 points or more, which he feels reasonably 
sure he can earn, if he can choose the trump. 
The turn to BID passes to the left, each player 
in turn having a chance to raise the last bid. 
When a player does not wish to raise the bid he 
says “I pass.” The player finally bidding high¬ 
est chooses the trump color, and then announces 
whether it is to be red, yellow, black or green, 
selecting, as a rule, the color of which he holds 
most cards. 

The advantage of obtaining your own choice 
of trump color is apparent, as any card of trump 
color can capture any cards of other colors. 
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Bidding continues until no player will bid 
higher. A player must either bid higher or say 
"I pass.” A player who has “passed” cannot 
bid again on that hand. 

EXAMPLE.—Four people. A, B, C, D, are 
playing. Suppose B has six good green cards 
and a few each of other cards. A (the dealer) 
examines his hand, and bids 15. B bids 25, 
C (who has a poor hand) passes. D bids 30. 
A then has a chance to bid again and bids 35 
and B (having a strong hand) bids 40, C has 
already passed, D passes, A passes. B there¬ 
fore announces “Green is trump color.” (No 
one but highest bidder tells what color he bid 


B now has the advantage of a strong 
hand in trumps, but he must make 40 points, 
or over (because he BID that amount). If he 
does not, he is “set back” 40 points. 

5. PLAYING. After the color of trumps is 
announced, the player at the left of the dealer 
starts the game by playing to the center of the 
table any card of any color. The play passes to 
the left, each person playing one card. The 
highest card of the color led TAKES the cards 
thus played, which are called a “TRICK,” unless 
(the trick is “trumped,” (i. e., if someone plays a 
card of the trump color) in which case the 
trump takes it. If two or more trumps are 
played on the same trick, the highest captures. 
Note, however, that a player is obliged to follow 
the color led, if possible; that is to say, if a 
player has a card of the color led, he must play 
a card of that color, but if a player does not 
have a card of the color led, he may either 
“throw away," (i. e„ play a card of any other 
color), or, if he wishes to do so, he may play a 
Trump. 

6. Whoever takes a trick places it face down 
near him and leads a card for the next trick. 

Any card of any color may be led. 




Rook 

7. The OBJECT of each player is to capture 
tricks that count, the cards which count being 
5's, 10’s and 14’s. Remember in playing ordi 
nary Rook that it is valueless to capture tricks 
which do not contain one or more of these count 

8. Continue playing until all players are out 
of cards. Any player having an odd card left 
after all other cards are played, surrenders it to 
taker of the last trick. 

9. COUNTING. After all the cards have 
been played, the score is taken. Each 5 counts 
5; each 10 counts 10; each 14 counts 10 for the 
player who captures tricks containing them. The 
score of each player is recorded. The player 
who chose the trump color, however, earns no 
score unless he has captured in the tricks which 
he has taken cards which will give him an ag = 
gregate count equal to or greater than the 
amount he Bid. If successful in so doing, his 
count is recorded, but if he falls below what he 
bid he has no credit for what he made, and, 
furthermore, the amount he bid is deducted 
from his score as a penalty. In other words, he 

After all the cards have been played they are 
shuffled and dealt out again, the trump color 
being bid for as before. 

The player first getting 150 points Wins the 
Game, unless a longer game is agreed upon be¬ 
fore beginning. Should two or more players 
run over 150 at the end of the same hand, the 
highest total wins. In case of a Tie, another 
hand is played. 

To prove the count is correct—The total of 
all the count cards added together will be 100 at 
the end of each hand. 


Any inquiries regarding Rook rules or those 
of other games in this book, will be gladly 
answered by Parker Brothers, Salem. Mass. 
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Rook for Two 

Copyright 1914, by George S. Parker. 
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Copyright 1923, by Rook Card Co. 

MOST POPULAR TWO-HANDED GAME 
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“OVER .THE TOP” 

Rook for Two 

Copyright 1918 by George S. Parker. 


From the pack of 56 cards throw aside all 
®ards numbered 1, 2, and 3 of each color and re¬ 
move from the table, leaving 44 cards. Each 
player then draws a card from the pack,—the 
one who draws the higher, dealing. 

Each player begins the game with a “Hand” 
of TEN cards and a Battery of TEN cards, five 
at which are exposed, and five underneath 
’“Camouflaged,” i. e., covered up face-down. 

DEALING: Shuffle the pack well and deal 
ten cards each, face down, one at a time alter¬ 
nately, to Opponent and Self. Then deal ten 
cards each for Opponent’s Battery and Dealer’s 
Battery. The first five cards of each Battery 
are dealt face down and placed side by side in a 
row in front of the player, and the next five 
cards face up upon these cards, making five 
tftjM r ±...g cards each before each player. 

x ' * ' e placed at 

i «nf- 


groups of t\_,_ „._„ „„ v 

Four cards then remain, which a 
the side of the table, face down, as a ‘‘NEST.” 
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Over the Top 






Copyright 1914, by Geo. S. Parker. 

THE LATEST AND MOST POPULAR FORM 
FOR THREE PLAYERS. 


ed like “Rook for Two” except that ther® 
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Three Handed Rook 

his hand, and he is not allowed to discard 
count cards to the nest.) He does not show 
what cards are thus exchanged. The dis¬ 
carded nest of five cards is then removed from 
the table. 

Player at left of highest bidder leads.' The 
highest card played takes the trick of three 
cards and the taker leads next play. 

SCORING: Each trick counts 2 points for 
the player capturing it in addition to the “count 
cards" which are as in regular Rook. The high¬ 
est possible total that can be captured is 126— 
100 in count cards and 26 in tricks. Players, 
therefore, rarely bid above 80 points. 

200 Points is the game. 

Player naming trump color is set back 
amount of his bid if he does not earn enough 
to equal his hid. Others score what they make. 


PARTNERSHIP ROOK 

Regular. 

Four play —two against two — partners oppo¬ 
site. Game is 200 points. In addition to th® 
score of the captured “count cards” (5’s, 10’s, 
14’s) 20 points are given side taking most tricks. 
If both sides take same number of tricks, only 
“‘count cards” score. 

It is also good fun for Six to play partners, 
three against three, friend and rival alternating 
around the table so that no two partners sit side 
by side. Partners, when Six play, should wear 
ribbons or flowers of the same color. 
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^ROOK ^ 


Copyright 1912, by Geo. S. Parker. 

A Partnership Game for Four or Six Players, 
This form of ROOK is immensely popular, 
being used exclusively in hundreds of Rook 
Clubs and for play at Parties. 

“Dixie Rook” is much like ordinary Rook, 
except that every captured 13 card (instead of 
the 14) counts 10 points and that four cards are 
turned down to form a “nest”. 

FOR FOUR PLAYERS 
Draw for right to deal, the player drawing 
highest card dealing. Deal out the entire pack 
with the exception of the last four cards, which 
are turned face down to form the “NEST.” The 
game is for 300 Points. 

Count Cards: Count Cards captured count 
the side capturing as follows: 

Any 5 card counts Five Points. 

Any 10 card counts Ten Points. 

Any 13 card counts Ten Points. 

The Side taking the most tricks gets 20 Points. 
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Dixie Rook 

Bidding. The player at the left of the dealer 
starts bidding for the privilege of naming trump- 
color. Bidding is as in Regular ROOK, but must 
be started at 70 or over. If a player is not will¬ 
ing to bid so highr he must “pass”, (always re¬ 
membering that as his partner is there to help 
he may take a legitimate risk in bidding). Bid¬ 
ding must be in multiples of 5 or 10, such as 75, 
80, 90, etc., and continues until no one will bid 
higher. The total possible to capture in on© 
hand is 120, so bids rarely exceed 95. A player 
who has once "passed” cannot bid again on that 
hand. It is perfectly proper to bid higher than 
your partner if your hand is strong. No one but 
the highest bidder tells what color he bids on. 

The highest bidder picks up the “NEST” D 
consisting of four cards, as above described, and 
may exchange any of the cards in his hand for 
any, or all, of the four in the NEST, replacing 
for the NEST any four cards face down. After 
thus discarding to the NEST he names aloud 
the color which he elects as Trump Color. 

Players, of course, should not make sugges¬ 
tions as to partner’s play. 

In discarding to the NEST highest 
bidder sometimes disposes of all the cards 
which he may have of a certain color, so 
that he may be free to trump that color. 
Sometimes he may make the NEST 
•‘richer” by putting there some “nest 
egg” (count cards) provided he thinks he 
can arrange to take the last trick by hold¬ 
ing on to a high card, as the taker of the 
last trick takes the NEST also. 

Should a player fail to put back four cardi 
for the nest after he has picked it up, and the 
play begins before he notices his error, he must 
then discard to the NEST and 40 is deducted 
from the score of his side as a penalty. 
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Dixie Rook 

THE OBJECT of the game is not only to 
take as many “count cards” as possible, but 
also to take more tricks than the other side, 
as that counts 20 Points additional. 

Play as in Regular ROOK, with exceptions 

Player at left of dealer leads a card of any 
color and every other player, in turn, must 
follow with a card of the color led, if he has a 
card of that color. Otherwise he may play a 
card of Trump Color or throw away a worth¬ 
less card. The taker of the final trick takes 
the NEST, (which is also counted as a trick) 
and any “count cards” therein, are added to 
(the score of his side. The side which has 
taken the most tricks in that hand has 20 
added to its score in addition to any “count 
cards” taken in those tricks. Each trick con¬ 
sists of four cards. Deal passes to the left 
after each hand is played out and score re¬ 
corded. 

if each side takes seven tricks (counting 
the “nest” as a trick) players “cut” the pack, 
the 20 points going to side cutting highest. 
(“Cutting” consists of lifting a portion of the 
pack and showing the bottom card thus 
raised.) Each player cuts once, the two cards 
cut. by partners being added together, side 
against side. 

The Score of both sides is recorded at the 
snd of each hand. To “prove” the score, both 
sides together will total 120 Points at the end 
of each hand (100 points, 20 by tricks). There¬ 
fore, one side earns such portion of that num¬ 
ber as the other side does not get. Should, 
however, the side of the highest bidder not 
earn as many points as he bid, his side is “set 
back” the amount bid, even if it leaves a minus 
score, and, furthermore, is given no credit for 
what it did earn in that hand. 
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Dixie Rook 

Game is won by the side first earning 300 
Points. by agreement this number may be 
changed. 

NOTES. Highest bidder "makes good” his 
bid, if his side earns the amount bid, either by 
"count cards” alone, or by “count cards” and 20 
Points earned by taking most tricks. 

Example: If a player bids 90, and his 

side captures 70 in “count cards” and 20 for 

taking most tricks, he earns his 90 thereby. 

The 14 card is not a "count card”, but it is, 
of course, the most powerful card for capturing. 

Partners’ tricks and “count cards” are, of 
course, always added together side against side. 

FOR SIX PLAYERS 

DIXIE ROOK is perhaps the most successful 
and interesting card game ever designed for six 
players. 

Six play, three against three,—friend and 
rival alternating around the table, so that no 
two partners sit side by side. Partners should 
wear a ribbon or flower of the same color. 

Deal Nine cards to each player,—turn down 
two for the “NEST,” which is counted as a trick. 


PROGRESSIVE PARTIES 

Four hands only are played at each table, 
which gives each player one deal. 

Partners who are highest have 50 points added 
to the score of each and move to the next higher 
table, changing partners at that table. Should 
scores tie, cut to see who moves. At the highest 
table, however, winners remain and losers go 
down to the lowest. Each player records as for 
himself the score made by himself and partner. 
17 




Reg. U. S. Patent Office. 


FOR ALL THE FAMILY 
Two to Six Players. Easily taught to children 


Draw a card to see who deals, player drawing 
highest card dealing. 

Shuffle the pack, and deal four cards to each 
player, and four to the center of the table, the 
dealer turning face up the four in the center of 
the table. All players examine their hands. 

The player at the left of the dealer begins the 
game. If he has a card of the same number as 
one of the cards in the center of the table, he 
may show it, and take the card which he 
matches, laying the cards aside to be counted 
for him at the end of the game, or if he has a 
card which is exactly equal to the Sum of the 
numbers of two or more cards in the center of 
the table, he captures those cards, removing 
them from the center of the table, and placing 
them aside with his card which matched them, 
to be counted for him at the end of the game. 
Example: If a player has a 10 in his hand, and 
there is a 5, 2 and 3 on the table, he captures 
them (because they make 10) and lays all four 
sards aside. 
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Tuxedo 

Take every distinct combination or card you 
can match with any One card you hold. Thus, 
If you hold an 8, and on the table is 6, 2,—and B, 
2, 1, or an 8, you capture them all. 

If a player cannot capture any card or cards 
in the center by thus matching them with one 
card from his hand, he plays a card [any card he 
chooses] from his hand, face up, to the center of 
the table, and 

The turn to play passes to the left, [each per- 
son making but one play, during his turn.] 

When a player captures every card left on 
the table, which sometimes occurs, he makes & 
“SWEEP," which counts him 5 points. A “Big”" 
Sweep counts 10 points. After a “Sweep” the 
next player must play a card to the center of 
the table. The player following then tries to 
match it, or, if he cannot, he plays a card to the 
center, and the game continues. 

ORANGE.—If a red card and a yellow card 
lie on the table, a player capturing both at the 
same time should quickly call “ORANGE” [as 
red and yellow combined make and suggest 
orange color], ANY player noting this play 
may call “Orange,” the one calling quickest 
getting 10 points. 

When players run out of cards four more 
are dealt to them. The center is not dealt to„ 
after the first deal, because it is constantly being 
replenished by people who have to play a card 
to it because they cannot match. 

BUILDING. — A player when possible may 
use his turn to “build” in the following manner: 
Suppose he sees a 6 on the table, and holds a 
and also an 8, he may use his turn to build his 
upon the 6, (so only the corners show) saying “I 
Ssold an 8.” On his next turn [unless someone 
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Tuxedo 

has captured them, or built higher in the mean¬ 
time] he takes them with his own 8. 

It sometimes happens that in the last deal it 
is impossible to give all the players four cards. 
In that case deal to each player an equal num¬ 
ber^ of cards and put every odd card in the 

Counting. After all the cards in the pack 
have been played score as follows: 

Player having captured MOST Cards 15 points. 
Each “Orange” correctly called 10 points. 
Each “Big Sweep” in which Four or 

more cards are taken 10 points. 
Each “Little Sweep” in which Three or 

fewer cards are taken 5 points. 
Each 5 Card captured or saved 5 points. 

Each Orange called by mistake deducts 1© 
points from caller’s score. 

Game is WON by player first earning 100. 
Note:—When two or more players have equal 
claim to “most cards” each gets 5 points, not 15. 



A MERRY AND SIMPLE GAME FOR 
CHILDREN. 

1. Shuffle the cards thoroughly and deal the 
entire pack, although it may give some players 
one card more than others. 

2. Each player then picks up his cards. 

3. The player at the left of the dealer begins 
the game by taking from his hand a No. 1 card 
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I Doubt It 

if he has it. (In this game the color of a card 
has no significance.) If not he draws any card 
from his hand and puts it, face down, on the 
table, calling “ONE” whether he plays a No. 1 or 
not. The player at his left then draws a 2 card, 
if lie has it, from his hand, and plays it in the 
centre of the table, on top of the first card 
played face down, calling “TWO.” The play 
thus continues, each player playing a card and 
calling the next consecutive number, whether 
the card he plays bears that number or not. 

4 Whenever a player suspects that the card 
nlay'ed is not the card of the number named, he 
may call “I Doubt It.” The player whose play 
is doubted must then show the card he played. 
If it is the number that he called, the player wh© 
called “I Doubt It” is obliged to take all the 
cards that have been played to the center of the 
table, but if the player whose play was doubted 
did not play the number that he calls, he is 
obliged to take all the cards in the center of the 
table. 

After 14 has been called begin calling 1, 2, 3, 


The object of each player is to run out of 
cards. He who first does so, gets one point for 
every card left in the hands of his opponents. It 

is an object for a player to call “I Doubt It” 
when he thinks that an opponent is playing a 
false card, (i. e„ a card which is not of the num¬ 
ber that is called) for the player who plays a 
false card and is thus “Doubted” has his hands 
filled up again immediately with a number of 
cards which he is obliged to pick up from the 
table. 

The game continues in this way until one of 
the players runs out of cards. The first player 
running out of cards Wins the Game. 
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FUN FOR CHILDREN°»ADl/LTS 


For Three, Four or Five Players. 

1. Deal the entire pack, one card at a time 
[although it may give some players one card 
more than others]. 


2. Each player takes the cards dealt to him 
and without shuffling, re-arranging, or looking 
at them, places them in a pile, face downward, 
on the edge of the table in front of him. These 
cards are called his “HAND.” 


3. TO START THE GAME, the player at 
the left of the dealer lifts the top card off his 
“hand,” turning it face up. If it be a “1,” he 
plays it in the center of the table, thereby 
starting a BUILDING PILE. He may then lift 
the next card, and if this reads “2” and is of 
the same color, he may play it on top of "1.” 
If he does not lift a card which will build up 
In immediate sequence on a Building Pile, (or a 
“1” which would start a new Building Pile) he 
must place the card face up in front of his 
hand, thereby starting a DELAY PILE. 

Each player can have but one Delay Pile. 

Pay no attention to the color of the cards, 
except when playing to a Building Pile. 




Panjandrum 

The Object of each player is to get rid of 

ALL of his cards, both his hand and also his 
Delay Pile. This he accomplishes when possible 
by playing on the Building Piles, or playing on 
other players’ Delay Piles as described above. 

Play from the top of your own Delay Pile, or 
top of your “hand". 

A player must play from his Delay Pile 
(when he can do so) before lifting a card from 
his down-turned hand—and if possible to play 
on a Building Pile, he must play there, not else¬ 
where. 

THUS—A player must first see if he 
can play from his Delay Pile to a Build¬ 
ing Pile; if he cannot do this he sees if he 
can play from his own Delay Pile to a 
Delay Pile of an opponent. He next must 
lift the top card from his hand and if he 
can play it upon a Building Pile he does 
so. If not he plays it upon an opponent’s 
Delay Pile, (if it will build either up or 
down) but if he cannot do this he plays it 
upon his own Delay Pile. 

When a player has played all his cards o£ 
his “hand” he must pick up his Delay Pile and 
(without re-arranging or shuffling) place it face 
down in front of him, thus making it a new 
hand. 

As there are four “l’s” In a pack there will 
be four Building Piles started in the course of 
most games. 

THE PLAYER WHO FIRST succeeds in 
getting rid of all his cards (both his Hand and 
Delay Pile) WINS THE GAME. 

CALL “PANJANDRUM” to increase fun-= 
When a player makes any mistake in 
playing—such as playing a card to a De¬ 
lay Pile when he could play it to a Build¬ 
ing Pile, or if he lifts a card from his 
“Hand” when he could play a card front 
his Delay Pile. 


The Player who notices an Error immedi¬ 
ately CALLS “Panjandrum,” and the player 
who made the mistake pays penalty by receiv¬ 
ing two cards from the player who first calls 
and one card from every other player’s hand. 
The player “Panjandrummed" must place the 
cards so received under his own hand. 

If a player calls Panjandrum when there is 
no Panjandrum, he is “Panjandrummed” him¬ 
self and must accept cards as above. 


DONKEY 

A GAME FOR LITTLE CHILDREN. 

The entire pack is dealt, even if it gives 
some players more cards than others. 

The object of the game is to obtain foup 
cards of any one number, (for example, four 5’s, 
four 7’s, or four 10’s). As soon as the cards are 
sorted in a player’s hands, each player takes a 
card from his hand and passes it, face down, 
along the table to the player at his left. All do 
this at once. The players continue drawing and 
passing cards in this way, until one player suc¬ 
ceeds in getting four cards of the same number, 
whoever does this quietly puts his cards down 
upon the table, and folds his hands in his lap. 
As soon as the other players observe that one 
player has a set of four cards, they quietly lay 
down their cards, folding their hands in their 
laps. The player who first gets four cards of 
any one kind is the Winner of the game. The 
very last player to fold his hands must run 
around the table three times calling “I am slow. 



GOLDEN “10” 


A Popular Game for from 3 to 7 
(When four play, play Partners). 


Deal the entire pack, one card at a time to 
each player. If there are any cards left over, 
beyond what will divide evenly, they are placed 
in the center of the table face down, and are 
taken by the player who takes the first trick. 

The object of the game FLIP is to avoid 
capturing red cards. Bach red card taken by 
any player counts One point against him, with 
the exception of the “red 10,” which counts ten 
points, and “red 5,” which counts five points 
against him. 


The “Golden Ten” (10 yellow), however, 
is a desirable capture, as it reduces by 10 points 
any “red” score against the player capturing it. 

If a player has ten or fewer red points 
against him, capture of “Golden Ten” simply 
erases his adverse score. 

i To start the game. After the cards are 
dealt, each player arranges his cards, putting all 
the cards of the same color together for conve¬ 
nience. The player at the, left of the dealer 
then plays any card he desires, in the middle of 
the table, the other players following in turn, in 
all cases playing a card of the same color as the 
card led, if possible. ■ When a player has no 
card of the color led, he may play any card he 
chooses, and usually plays a red card, so as to 
get the red card out of his hand. The play 
passes to the left, each person playing one card. 
The highest card of the color led takes the cards 
thus played, which are called a “TRICK.” 

Whoever takes a trick leads any card he 
chooses to start next trick. 

Continue until all the cards are played, 
when the players examine the tricks which they 
have captured and count any red cards con- 
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tained in same, each red card counting-one point 
against, except ‘‘Red 10” and "Red 5,” which 
count 10, and 5 points against. 

The “Golden Ten” reduces the "against” 
score of player capturing it as previously ex¬ 
plained. 

The game continues until six deals have 
been played. Whoever at the end of these has 
the smallest count against him WINS the Game, 



FOR CHILDREN. 


Easily taught to Little Folks. Where too young 
to match Numbers let them match Colors instead. 

Deal one card at a time to each player, 
until all the cards have been dealt, even though 
some of the players obtain one more card than 
the others. 

Players do not look at the cards that are 
dealt them, but place them, face down, on the 
table. [These are called the player’s “hand.”] 

The player at the left of the dealer then 
starts the game by playing a card in the center 
of the table from the top of his hand, without 
examining the card before playing. The next 
player at his left plays from the top of his hand, 
the play continuing around the table, until 
someone plays a card which is of the same num¬ 
ber as the card which was first laid down. Who¬ 
ever thus duplicates the first card takes all the 
cards played, and puts them under his own 
cards. The player at his left then starts a new 
playing-pile, playing the top card from his hand, 
this pile being captured in the same manner, 
by the first player who duplicates the starting 
card. When a player runs out of cards, he is 
out of the game. When all but two players are 
out of the game, five piles more are played, when 
the game ends, and the player having the most 
cards WINS the Game. 


27 



[] [] Q r ssr 

OLD ROOK SOLITAIRE 


Deal out all the cards in fourteen piles of 
four cards each, face down. Turn up the top 
card of each pile. If a 14 card appears on any of 
the piles, place it face down at the bottom of the 
pile on which it appears, AND ALWAYS AT 
ALL TIMES TURN THE TOP CARD OF THE 
PILE FACE UP. Every 14 card is thus placed at the 

so place ; 

These fourteen piles are called original or 
“TRANSFER PILES.” 

The game opens by transferring any card 
at the top of any of cht original fourteen piles to 
the top of any other TRANSFER PILE on which 
the top card is of different color, and on which it 


BUILDING PILES,” each beginning with a . 
card of one of the fonr different colors. These 
“BUILDING PILES” are to be built up in 
sequence, 1, [at the bottom] 2 , 3, 4 and so on up 
transferring on the original piles colors 
natch, BUT on the FOUR “BUlLDINd 
cards OF THE SAME COLOR ONLY 

s built upon a pile. 

rers must play a card from one Transfer 
:, or from a Transfer P 
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A Most Amusing Solitaire—or Game for 
Several People. 


RULES FOR ONE PLAYER 

SHUFFLE pack thoroughly and deal the cards 
one at a time, face-up, in seven vertical columns 
of five cards each, beginning at the upper left 
corner. Having laid down the left column con¬ 
tinue until 35 cards have been “parked, ” as pic¬ 
tured above. . 

HAND. This leaves twenty-one cards in the 
Hand. Turn the Hand face downwards (in your 
left palm or on the table) and drawing the top 
eard place it face-up upon the table. This starts 
the Playing Pile. 

PLAYING PILE. Upon this card build up or 
down numerically, taking the most advantage¬ 
ous card from the bottom of any column, if 
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such card comes next to the played card in nu= 
merical order. Color of cards is not considered 
in this Solitaire. 

TH E O BJ ECT is to dispose of all the parked 
cards by transferring them from the Park to the 
Playing Pile with the use of as few cards from 
the Hand as possible. Often the Hand is ex- 
hausted, leaving several cards still parked. 

In the example on opposite page, one would 
advisedly play as follows: — 

Suppose the player draws card 8 from top of 
his Hand. He exposes this upon the table in 
front of him (the Playing Pile) and would then 
“build down” by playing card 7 from firs* 
column. Then he “builds up” upon the 7 
the following cards in order: Card 8 from 
seventh column, card 9 ( which latter is just 
above the space made vacant by removing card 
8) then card 10 from bottom of sixth column^ 
card 11 and another card 10 ( which latter is 
the one above the spaces made vacant by the 
withdrawal of cards 8 and 9). Then card 11 
from the first column. NOTE only cards left 
at bottom of a column may be played from 
the Park. 

This ends that play. He must then draw 
another card from his Hand. Suppose he 
draws a 4. He can build upon it by playing as 
follows: 5 from fifth column, 4 fifth column, 3 
first column, 4 sixth column, 5 first column, 6 
second column, 7 seventh column. (The pre- 


ONLYa card next in number to the one last 
played may be transferred. Thus, if a 3 is 
played, a possible 2 or a possible 4 may be built 
upon it. NOTE, however, the one Exception to 
this rule: —a 14 may be played upon any 1 „ 
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The player proceeds this way, drawing a fresh 
card from his Hand as soon as he has done all he can 
with his previous draw. (Sometimes he.will draw 
a card on which he cannot build either up or down. 
At other times he may make long runs). 

EACH CARD left parked when the hand runs 

. 


ONE point for each card in 

FOR TWO OR MORE PLAYERS 

When several play, players use two or more 
Rook packs (or take turns), each playing three 
hands. Player making best score wins. 

ROOKCLOCKPASTIME 

FOR ONE PLAYER. 

SlcKr“ tnai v 

L 1 up. th That 1< is m to say, 



